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#6.  In  illustration,  we  often  use  light  as  is  done  in  the  theater  or  film;  using  a  spotlight  or  highlight  to  distinguish  the  main 
character  from  his,  her,  or  its  surroundings.  In  Figure  #  6  the  black  smoke  behind  the  zombie  machine  gunner  provides  an 
opportunity  to  make  the  old  dog  stand  out  on  stage.  His  gun  spit  fire  and  glints  in  the  dun  against  the  black  smoke,  and  the  face 
can  be  dark  and  determined  against  the  space  where  the  sun  is  getting  through.  I’m  sure  some  head  noodle  washer  with  a  PHD 
would  read  all  sorts  of  meaning  into  these  simple  light  contrasts,  but  I  just  thought  it  would  help  make  a  gritty  picture. 

What’s  important  is  that  you  don’t  fail  to  study  the  light  all  around  you,  and  apply  what  you’ve  learned  to  your  penciling  -  it  will 
help  add  authenticity  and  confidence  to  your  work  in  any  genre  from  tough,  noir  crime  to  slick  super-doings. 


MITCH  BYRD’S 
NOTES  TO  DRAW  FROM 
COMIC  BOOK  ILLUSTRATION 

Mitch  Byrd’s  incredible  charming  artwork  comes 
to  life  with  this  ultimate  handbook  on  illustrating 
comic  concepts.  NOTES  TO  DRAW  FROM: 
COMIC  BOOK  ILLUSTRATION  inspired  by  Byrd’s 
years  of  professional  work  and  columns  in  Sketch 
Magazine,  displays  the  processes  and  important 
ideas  central  to  comics  such  as  page  layout/com¬ 
position,  character  design,  perspective,  and  much 
more.  All  this  is  achieved  with  complete  and  pre¬ 
cise  narratives  complimenting  step  by  step  visu¬ 
als  that  combine  to  paint  a  full  understanding  of 
comic  drawing  concepts. 
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PAT  QUINN’S 

INKS 

Coming  to  Terms  with  Your  Inks 

“What,  so  now  you’re  an  inker?"  you  ask. 

Well,  no,  nor  do  I  play  one  on  TV.  So  there’s  my  disclaimer... however,  you  will  find  some  useful  information  in  this  article  since 
what  I’m  going  to  be  covering  are  fairly  basic  -  but  very  important  -  points  about  inking  that  everyone  involved  in  making  comic  art 
should  be  aware  of.  To  help  you  easily  become  familiar  with  some  of  the  terms  and  techniques  we’ll  be  looking  at,  please  note  that 
some  of  the  accompanying  illustrations  show  an  exaggerated  version  of  the  technique  being  discussed.  This  should  also  make  for 
speedy  referencing  -  we  don’t  want  that  ink  drying  on  your  brush  tip. 

Usually,  when  you  hear  comic  artists  who  understand  the  task  talk  about  inking,  we  are  not  talking  about  the  act  of  “tracing.” 
That  is  entirely  different.  Most  knowledgeable  comic  book  folk  think  of  inking  as  “embellishing.'’  Our  good  friend  the  American 


“v.  1 .  to  make  beautiful,  as  by  ornamentation;  decorate.” 

I  think  for  the  purpose  of  this  article  we  will  stick  pretty  close  to  that.  The  inker’s  task  is  to  take  “raw”  pencils  and  add  something 
special  to  them,  something  that  improves  the  image’s  legibility,  while  helping  create  the  illusion  of  three-dimensionality.  An  inker  can 
also  help  with  the  design  aspect  of  an  image  by  manipulating  black  and  white  areas  to  guide  the  eye  through  a  panel  or  page. 

wavelength  now,  right?  Good! 

Let’s  start  with  some  thoughts  on  the  inker's  best  friend:  the  line.  We  all  know  what  a  line  is,  but  in  the  discipline  of  inking  there 


Figure  1  is  the  dead  weight  line,  or  a  uniform  weight  line.  The 
uniform  line  weight  of  any  size,  thick  or  thin,  but  it’s  always  that  " 


In  Figure  2  we  have  a  tapered  line.  This  line  changes  in 
You  will  find  these  lines  commonly  used  in  feathering  techniques. 


rs  of  objects. 

“What?  What’s  a  contour?"  I’m  glad  you  asked.... 
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Grayscaling:  It’s  the  next  best  thing 

to  ewt  publish  a  comic,  chances  are,  you  would  publish  it  in  black  and  white.  As  bland 
a  common  reality  we  all  face,  especially  when  you  have  a  budget.  Color  comics 
produce  and  expensive  to  primtor  sure.  Don't  feel  down  and  out  though!  You  can  make  your  black  and  white 
book  shine  with  the  best  of  them  by  Mowing  these  easy  steps. 

If  bet  most  of  you  have  read  a  few  coloring  articles  in  your  time,  so  you  know  the  basics  of  applying  color  to 
your  line  art.  That’s  good,  because  the  same  logic  will  apply  to  grayscaling  your  line  art.  You  may  ask 
yourself,  “Well,  all  I  have  to  do  is  color  the  art  in  color  and  switch  the  mode  to  grayscale.”  Not  so  fast  there 
Skippyl!  Do  you  want  your  stuff  to  look  like  a  big  gray  mess?  Heck  no!  We  want  to  define  all  the  areas  of 
each  panel.  The  only  way  to  truly  do  that  is  in  the  grayscale  mode. 


Let's  go  over  some  basics  for  those  of  you  just  starting:  Scan  in  your  line  art  as  a  Bitmap  (or  grayscale).  I 
would  suggest  scanning  in  your  work  at  600  dpi.  Once  you  have  the  line  art  scanned  and  in  Photoshop,  go 
to  image>image  size.  Make  the  resolution  300  dpi.  Now  you’ll  want  to  clean  it  up  by  removing  unwanted 
specks,  eraser  marks,  girlfriend's  phone  numbers,  etc.  Once  you  have  the  line  art  cleaned  up,  change  your 
mode  to  grayscale  (image>mode>grayscale),  select  all  (select>all),  and  copy  (edit>copy).  Here  is  where  we 
want  to  create  an  extra  channel  for  your  line  art  so  it’s  protected.  Go  to  your  channels  window  and  click  on 
the  button  in  the  top  right  hand  corner.  Select  “new  channel".  Another  window  will  pop  up.  Name  this  Alpha 
channel  “line  art".  Make  sure  the  color  is  black  and  at  100  %.  Also  make  sure  Masked  Areas  is  checked  on. 
Click  O.K.  and  the  area  should  go  black.  Go  to  Edit>Paste.  This  should  paste  in  your  line  art  into  this 
channel.  Click  on  the  other  channel  (it’s  probably  named  gray)  and  fill  this  with  white  (edit>fill).  This  is  the 
channel  we  will  be  working  on.  To  see  the  line  art  reappear/disappear,  just  click  on  the  eyeball  icon  next  to 
the  channel  name. .  .Just  make  sure  you  “color"  on  the  gray  channel. 


One  other  way  to  work  is  by  adding  another  layer  and  setting  it  to  "multiply".  Now  the  line  art  below  it  is  not 
effected.  Since  we’re  working  with  files  a  lot  smaller  than  what  color  would  normally  be,  this  should  be  an 
easy  way  to  get  started  for  anyone  not  wanting  to  fiddle  with  channels.  So  let's  color  in  grayscale! 


10% 


COMIC  BOOKS  •  TOYS  •  NASCAR 


CINCINNATI 

Octobwr  3-5,  6003 

Cincinnati  Convention  Center 


No  where  else  can  you  learn  more  about  comic  book 
skills,  techniques,  and  theory  in  one  place  then 
Pop  Culture  Con's  Comic  Book  Workshops, 
personally  instructed  from  the  front  line  experience  of 
some  of  the  best  veteran  professionals  in  the  industry. 
From  Writing  and  Illustration  to  Lettering  and 
Digital  Coloring,  it's  all  covered! 

Class  sizes  are  limited,  so  hurry  to  L  ^ce0q\, 
reserve  your  spot  now.  7  c?  —  — ^ 


•  COMIC  BOOKS 

•TOYS  &  ACTION  FIGURES 

•  NASCAR  MEMORABILIA 

•  GAMING  TOURNAMENTS 

•  ART  CONTEST 

•  ARTIST  ALLEY  (AUTOGRAPHS) 
•WORKSHOPS 
•ANIME  ROOM 

•  SPEAKER  ROOMS 

•  COSTUME  CONTEST 
•JOHNNY  BENCH 

MEMORABILIA  COLLECTION 
OVER  70,000  SQUARE  FEET 

Early  Guest  List: 

Frank  Cho 

Liberty  Meadows 

Beau  Smith 

Star  Wars  -  Parts  Unknown 

Jan  Duursema 

Star  Wars 

David  Beck 

G.I.  Joe  -  Lady  Death 

Mitch  Byrd 

Blood  &  Roses  -  Guy  Gardner 

Pat  Quinn 

Crytopia  -  Parts  Unknown 

Paul  Sizer 

Little  White  Mouse 

Dan  Davis 

Animated  Batman 

Andy  Kuhn 

Firebreather  -  Animated  Spider-Man 

Josh  Blaylock 

G.I.  Joe 

Scott  Kurtz 

PVP 

Aaron  Hubrich 

Digital  Colors  for  Comics 

and  many  more... 


For  Ticket,  Exhibitor  i 


it  Alley  information  email:  popcon@bluelinepro.com,  call  859-282-0096 

or  visit:  www.popculturecon.com 


